Character Flaws 



*2/4/6 represents the bonus skill points that are received for taking a flaw. . .remember, flaws are bad, and 
must be roleplayed, and enforced by the DM. 

Bad Luck 6 

When your Hero rolls a one, its outcome is always the worst possible effect. 

Blood Thirsty 2 

Your Hero doesn't take prisoners, and enjoys confrontation. 

Cautious 2 

Your Hero is not impulsive. In fact she will not do anything without thinking it out first. 

Death wish 6 

Your Hero doesn't care if she lives or dies, and will take extreme chances without personal regard. 

Enemy 2-4-6 

This Flaw speaks for itself. 

Greedy 2 

Your Hero is greedy . . .not necessarily money, but something is very important to him. 

Habit2-4 

You have an annoying or revolting personal habit. 

Addiction 2-4 

Your Hero is addicted to a mildly addictive (tobacco) 2, or dangerous substance (alcohol). 
2 - subtract 2 from all mental based skill rolls if substance is not available every 24 hours. 
4 - subtract 4 from all skill and combat rolls if substance is not available every 48 hours. 

Snobbery 2 

Your Hero looks down on all others that are not equal to his station. 

Child 4-6 

Your Hero has had an early start. For 4 points, your character starts at age 11-15, with-1 Str and-1 Int.. 
For 6 points, your character is age 8-10 years old with -2 Str and -2 Int. 

Lame 2-4 

Your character has been injured, or was born with a disability. 2 points is a limp - it reduces movement by 
one quarter.. 4 points is a missing or severely crippled leg. Movement is reduced to half.. 

Miser 2 

Your Hero must always buy the cheapest gear possible, and must haggle for all exchanges. 

Cruel 4 

For one reason on another, people don't seem to like your Hero. She is hateful and mean spirited. It is 
difficult for your character to be friendly. 



Oath2-4-6 

Your character has sworn to perform an oath. The value of the oath, and how often it comes into play 
depend on the points. 



Outlaw 2-4-6 

Your Hero has broken a law, and is wanted by the authorities. 

Mangled 4 - 6 

Your Hero only has one hand (4), or one arm (6). 

Poverty 4 

Roll your starting money, and halve it. Your hero can't keep money for long. She has trouble saving, and 
when she has money, she squanders it. 

Pacifist 4-6 

You will not kill unless absolutely unavoidable (4), or you wont kill under any circumstances (6). 

Superstitious 2 

Your Hero believes in superstitions and tries to live her life by signs and omens. 

Vengeful 4 

Your character must always right a wrong committed against him. 

Coward 6 

Your character is not one for one on one fights, in fact, she is most likely to run when the odds are against 
her. She is also more likely to be frightened by un-natural fear ( -2 to fear checks). 
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